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Penerapan Teknologi Informasi dan Komunikasi merupakan tolak ukur 
untuk mengejar ketertinggalan kualitas sumber daya manusia di Indonesia 
khususnya dalam bidang pendidikan. Berdasarkan observasi yang dilakukan oleh 
peneliti melalui wawancara dan pengamatan langsung, beberapa siswa 
kompetensi keahlian multimedia mengalami kendala dalam memahami materi dari 
kompetensi keahlian karena banyaknya istilah yang digunakan dalam desain grafis 
selain itu juga ditemukan multitafsir istilah yang menimbulkan miskomunikasi saat 
proses belajar. Penelitian ini bertujuan: (1) mengembangkan aplikasi kamus istilah 
desain grafis dan periklanan sebagai media belajar siswa SMK N 2 Yogyakarta 
kompetensi keahlian multimedia, (2) mengetahui tingkat kualitas aplikasi kamus 
istilah desain grafis dan periklanan sebagai media belajar dan tingkat kualitas 
perangkat lunak standar ISO 25010. Metode penelitian menggunakan jenis 
penelitian Research and Development (R&D) dengan model pengembangan 
Rational Unified Process (RUP). RUP memiliki 4 tahapan pegembangan meliputi: 
inception, elaboration, construction, dan transition.  
Hasil dari penelitian ini adalah: (1) aplikasi kamus istilah desain grafis dan 
periklanan yang berfungsi untuk memberikan penjelasan mengenai istilah desain 
grafis dan periklanan. Hasil produk berupa mobile untuk pengguna dan web untuk 
admin, (2) Aplikasi telah memenuhi kualitas sebagai media bantu belajar 
berdasarkan uji media yang telah dilakukan dan mendapat predikat “Sangat Baik” 
dengan persentase 97%. Aplikasi juga telah teruji menggunakan acuan standar 
ISO 25010 yang terdiri dari empat aspek meliputi functional suitability, usability, 
compatibility dan performance efficiency. Secara keseluruhan berdasarkan hasil 
pengujian mendapat predikat “Sangat Baik” dengan rincian persentase hasil untuk 
mobile dan web secara berturut-turut adalah sebagai berikut: functional suitability 
aplikasi Android 100%, web 100%; usability mobile 82%, web 83%; compatibility 
mobile 100%, 100% (coexistence), web 100%;  dan performance efficiency mobile 
4,9 (Appachhi score), web 98,5%(PageSpeed GTMetrix) 95,5% (YSlow), Fully 
loaded time 2,7 detik. 
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Application of Information and Communication Technology can be a 
benchmark to catch up with the quality of human resources in Indonesia, especially 
in the field of education. Based on observations made by researchers through 
interviews and direct observations, several students of multimedia competencies 
who discussed material competency skills used in graphic design also found the 
term multi-interpretation which caused miscommunication during the learning 
process. This research is aimed at: (1) developing a dictionary application of 
graphic design terms and advertising as a learning medium for students of SMK N 
2 Yogyakarta competence of multimedia expertise, (2) knowing a quality level of 
dictionary application terms graphic design and advertising as a learning media 
and the quality level of 25010 ISO standard. The research method uses the type 
of Research and Development (R&D) research with the Rational Unified Process 
(RUP) development model. RUP has 4 stages starting: initial, elaboration, 
construction, and transition. 
The results of this study are: (1) the dictionary application of graphic design 
and advertising terms that provide explanations of graphic design and advertising 
terms. The results of the mobile products for users and the web for the admin, (2) 
The application has met the quality as a media of learning aids through media tests 
that have been carried out and received the title "Very Good" with a percentage 
of 97%. The application has also been tested using the 25010 ISO standard which 
consists of four aspects of functional suitability, usability, integration and 
performance efficiency. Overall based on the results, received the title "Very Good" 
with detailed breakdown of results for Android app and the web: follow suit: 
functional suitability of the Android app 100%, web 100%; Android app usability 
82%, web 83%; Android app compatibility 100%, 100% (coexistence), web 100%; 
and Android app performance efficiency 4.9 (Appachhi score), web 98.5% 
(PageSpeed GTMetrix) 95.5% (YSlow), Full load time 2.7 seconds. 
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